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CONNECTION-FIGHTING TYPE GAME
MACHINE AND CONNECTION-FIGHTING
TYPE GAME METHODS

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present invention relates to a connection-fighting type
game machine with a display such as a liquid crystal display
or the like, which 1s subjected to independent use or to
connected use with an opponent machine, and a correspond-
ing connection-fighting type game method.

2. Description of Related Art

Recently, portable game machines each having a display
such as a liquid crystal display (LCD) or the like are now
widespread. Game machines of this type include various
games such as of shooting games, role playing games, and
so on. Most of the above conventional game machines are
supposed to be subjected to independent use, that 1s, played
by only one player.

There 1s known a game machine for two persons’ use in
which two players operate their operation input sections,
respectively, to cause their own characters to fight against
cach other on the same screen; causing the outcome to be
decided, increasing the level of the character which has

cgained a victory, and decreasing the level which has suifered
a defeat.

The independent use type game machine with a display
progresses the game with the built-in game contents of the
cgame machine restricted, which causes the progressing
manner of the game to be monotonous.

On the other hand, in the conventional fighting type game
machine, two players operate their operation 1nput sections,
respectively, to cause their own characters to fight against
cach other on the same screen, thereby resulting 1 innu-
merable change of the progressing manner of the game.
However, this game machine unexpectedly depends on the
operation technique of the operation input section by the
player, thereby making the game machine uninteresting for
the player having a poor operation technique.

SUMMARY OF THE INVENTION

The mvention has been made in view of the above
problems. It 1s an object of the invention to provide a
connection-fighting type game machine with a display and a
connection-fighting type game method which provide a

varying progress of the game, and provide added amuse-
ment.

In accordance with one aspect of the invention, the
connection-fighting type game machine which 1s subjected
to mndependent use, or to connected use with an opponent
machine includes a growth processing section for letting a
built-in character gain 1maginary experience by an interac-
five operation of the player through an operation input
section 1n the case of immdependent use. A storing section
stores growth degree information of the characters grown by
the egrowth processing section, and a connection terminal
enables the direct connection with the opponent machine.
An outcome processing section reads out the growth degree
information of the character stored in the storing section
reads out the growth degree information of the character
stored 1n the storing section of the opponent machine, and
causes the user’s character and the character for the oppo-
nent machine to fight against each other according to a
predetermined fichting manner based on the growth degree
information of the user’s character and the growth degree
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2

information of the opponent’s character to determine the
outcome, in the case of the connected use with the opponent
machine.

The game machine also includes a growth degree chang-
Ing processing section for performing a growth degree
changing processing of changing it least one of the growth
degree of the character which has been judged to gain a
victory and the growth degree of the character which has
been judged to suffer a defeat, storing the growth degree
information of the user’s character obtained after the growth
degree changing processing in the user’s storing section, and
storing the growth degree information of the opponent’s
character obtained after the growth degree changing pro-
cessing 1n the opponent’s storing section. A display section
displays a growth progress of the user’s character according
to an 1nstruction from the user’s growth processing section
and displays a fighting result according to an instruction
from the growth degree changing processing section.
Finally, a control section judges the connection state with the
opponent machine, activates the growth processing section,
inactivates the outcome processing section and the growth
degree processing section of the user’s machine when judg-
ing that the machines are 1n the non-connection state, and
inactivates the growth processing section and deciding the
priority of performing the fight processing with the opponent
machine when judging that the machines are in the connec-
tion state. The control section also activates the fight pro-
cessing section and the growth degree changing processing
section when the user’s machine 1s high in the priority of
performing fight processing.

The growth degree information may include a level value
corresponding to a total amount of the i1maginary
experience, and an attribute value which are determined
according to experience amounts by the kinds of the 1magi-
nary €xXperiences.

The control section may determine, if receiving a fight
processing requirement from the operation input section of
the user’s machine when not receiving a fight processing
reserving requirement information from the opponent
machine 1n the connection state with the opponent machine,
that the user’s machine 1s high 1n the priority of executing
fight processing, then mforms a fight processing reserving
requirement information to the opponent machine, to
thereby activate the outcome processing section and the
crowth degree changing processing section of the user’s
machine.

The growth degree changing processing section may be
adapted to decrease the growth degree of the character for
the user’s machine when there 1s no mput from the operation
input section during a predetermined time 1n the case of the
independent use.

In accordance with another aspect of the invention, the
connection-fighting type game method which 1s subjected to
independent use, or to connected use with an opponent
machine, 1includes a first step of letting a built-in character
galn 1maginary experience by an interactive operation of a
player through an operation input section in the case of
independent use; a second step of storing a growth degree
information of the grown character; and a third step of
performing the connection kith the opponent machine. In a
fourth step, a priority of executing a fight processing with
the opponent machine 1s decided, and an outcome process-
ing section and a growth degree changing processing section
of the user’s machine are activated when the user’s machine
1s high 1n the priority of executing fight processing.

The method also includes a fifth step of reading out a
orowth degree information of the character for the user’s
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machine stored i the storing section of the user’s machine,
reading out the growth degree mnformation of the character
stored 1n the storing section of the opponent machine, and
causing the character for the user’s machine and the char-
acter for the opponent machine to fight against each other
according to a predetermined fighting manner based on the
orowth degree information of the character for the user’s
machine and the growth degree information of the character
for the opponent machine to thereby determine the outcome.

Finally, in a sixth step, a growth degree changing pro-
cessing of changing at least one of the growth degree of the
character which has been judged to gain a victory and the
orowth degree of the character which has been judged to
suffer a defeat 1s performed, along with storing the growth
degree information of the character for the user’s machine
obtained after the growth degree changing processing in the
user’s machine, and storing the growth degree imnformation
of the character for the opponent machine obtained after the
ocrowth degree changing processing i1n the opponent
machine.

According to such a connection-fighting type game
machine with a display or such a connection-fighting type
game method, a player can en joy the conventional role
playing game 1n the case of independent use, and then can
fight with the character having the growth degree which 1s
not known by itself in connected use with the opponent
machine. Moreover, 1n this case, the outcome can be deter-
mined irrespective of the skill of the operation technique for
the operation mnput section, so that all plays can enjoy the
game.

BRIEF DESCRIPTION OF THE DRAWINGS

The present invention will become more fully understood
from the detailed description given hereinbelow and the
accompanying drawings which are given by way of 1llus-
tration only, and thus are not intended as a definition of the
limits of the present 1invention, and wherein:

FIG. 1 1s a perspective view of a connection-fighting type
liquid crystal game machine according to an embodiment of
the 1nvention;

FIG. 2 1s a functional block diagram of the connection-
fighting liquid type crystal game machine according to the
embodiment of the 1nvention;

FIG. 3 1s an explanatory view of a case in which the
connection-fighting type liquid crystal game machine
according to the embodiment 1s 1n a state of independent use;

FIG. 4 1s an explanatory view of a case 1n which the fight
arbitration 1s processed when the connection-fighting type
liquid crystal game machine according to the embodiment 1s
In a connected state;

FIG. 5 1s an explanatory view of a case in which the
outcome 1s processed when the connection-fighting type
liquad crystal game machine according to the embodiment 1s
In a connected state;

FIG. 6 1s an explanatory view of a case in which the
orowth degree changing 1s processed when the connection-
fighting type liquid crystal game machine according to the
embodiment 1s 1n a connected state;

FIG. 7 1s an explanatory view of a case 1n which the fight
processing 1s processed with the opponent machine taking,
the 1nitiative;

FIG. 8 1s a general arrangement of a connection-fighting

type liquid crystal game machine according to a first variant
example of the embodiment of the invention;

FIG. 9A 15 a perspective view of an embodiment of the
plug, and
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FIG. 9B 1s a perspective view of another embodiment of
the plug; and

FIG. 10 1s a general arrangement of a connection-fighting,
type liquid crystal game machine according to a second
variant example of the embodiment of the mmvention.

PREFERRED EMBODIMENT OF THE
INVENTION

A connection-fighting type game machine with a display
and a connection-fighting type game method, according to
embodiments of the present invention will now be described
with reference to the appended drawings. Incidentally, 1n
explaining the drawings, the same elements and parts are
designated by the same reference numerals, and therefore
the descriptions thereof to be repeated are omitted.

FIG. 1 1s an exterior view of a connection-fighting type
cgame machine having a liquid crystal display, according to
an embodiment of the invention. In FIG. 1, two game
machines 11a and 11b are represented as viewed from the
different directions 1n order to clarify a connecting manner
of the game machine according to the embodiment of the
invention. The game machine 11a and the game machine
1156 are quite 1dentical 1 construction with each other. The
construction of the game machine 1la will now be
described. Elements and parts of the game machine 115,
corresponding to those of the game machine 11a, each has
a reference numeral with the sufhix b mstead of the suffix a,
the description of which is therefore omitted.

As shown 1 FIG. 1, the game machine 114 according to
the present embodiment comprises (a) an operation input
section 20a having keys 21a, 22a and 23a by which a player
inputs information, (b) a liquid crystal display section 30a
for displaying the growth processing of the character for the
user’s machine and the fighting progress with the character
for the opponent machine, and the outcome of the fight, and
(c) a connection section 4la having a plug 42a and a
rece1ving port 43a for the purpose of direct connection with
the opponent machine. The operation input section 20a, the
liquid crystal display section 304, and the connection section
41a are connected to a built-in processing section 50a.

The connection section 41a includes the plug 424 and the
receiving port 43a. At the time of connection, the plug 424
1s connected to the receiving port 43b, and the plug 42b 1s
connected to the receiving port 43a.

FIG. 2 15 a functional block diagram of the game machine
11a. As shown 1n FIG. 2, the processing section 50a com-
prises (a) a growth processing section Sla for letting a
built-in character gain 1maginary experience by an interac-
tive operation of the player through an operation input
section 20a 1n the case of independent use, (b) a storing
section 52a for storing growth degree information of the
characters grown by the growth processing section Sla, (c)
a fight processing section 59a for performing a fight pro-
cessing 1n the case of connected use with the opponent
machine 115, (d) a control processing section 355a for
receiving a connection state signal CN to judge the connec-
tion state with the opponent machine 11b, making a growth
activating signal GA significant to activate the growth
processing section 51a and making a fight activating signal
FA 1nsignificant to inactivate the fight processing section
59a when judging that the machines are 1n the non-
connection state, making the growth activating signal GA
insignificant to mnactivate the growth processing section 51a
and determining the priority of performing the fight pro-
cessing with the opponent machine 115 when judging that
the machines are 1n the connection state, and making the
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fight activating signal FA insignificant to activate the fight
processing section 394 when the user’s machine 11a 1s high
in the priority of performing fight processing.

The fight processing section $9a comprises (1) an outcome
processing section 33a for reading out the growth degree
information of the character for the user’s machine 1la
stored 1n the storing section 52a of the user’s machine 1la,
reading out the growth degree information of the character
for the opponent machine 115 stored in the storing section
52b of the opponent machine 115, and causing the character
of the user’s machine 114 and the character of the opponent
machine 11b to fight against each other according to a
predetermined fichting manner based on the growth degree
information of the character for the user’s machine 11a and
the growth degree information of the character for the
opponent machine 115 to determine the outcome, (1i) a
orowth degree changing processing section 54a for perform-
ing a growth degree changing processing of improving the
growth degree of the character which has been judged to
gain a victory relative to the growth degree of the character
which has been judged to suffer a defeat, storing the growth
degree mnformation of the character for the user’s machine
11a obtained after the growth degree changing processing 1n
the storing section 52a of the user’s machine 11a, and
storing the growth degree information of the character for
the opponent machine 115 obtained after the growth degree
changing processing 1n the storing section 52b of the oppo-
nent machine 11b.

It 1s preferred that the storing section 52a 1s provided with
a combination of electrically erasable/programmable read

only memories (EEPROM) and static random access memo-
ries (SRAM), and a back-up battery.

A growth operation mformation GOP out of the input
information from the operation input section 20a is input to
the growth processing section 51a, and a fight processing
requirement signal FRQ 1s input to the control processing
section 55a. The growth degree information is then input to

the growth processing section 51a from the storing section
S52a.

Display information 1s input to the liquid crystal display
output section 30a from the growth processing section 51a
or the fight processing section 59a.

The growth degree mformation 1s input to the storing
section 52a from the opponent machine 115 via the growth
processing section Sla, the growth degree changing pro-
cessing section 534a or the connecting section 41a.

The growth degree information 1s mput to the outcome
processing section 53a from the opponent machine 115 via
the storing section 52a or the connection section 41a.

The fight processing reserving information 1s input to the
control processing section 554 from the opponent machine
1156 via the connection section 41a.

The growth degree changing information from the storing
section 52a or the growth degree changmg processmg
section 54a, or the fight processing reserving requlremenf
information from the control processing section 554 1s 1input

to the connection section 414, then informed to the opponent
machine 11b.

The game machines 11a and 115 according to the present
embodiment execute a connection-fighting type game
method according to the embodiment of the invention 1n the
following manner.

First, the game machine 11a and the game machine 115
are used individually. The mode 1n which the game machine
11a 1s independently used will be described hereinbelow.
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FIG. 3 1s an explanatory view of a case in which the game
machine 1s 1n a state of independent use.

When the game machine 11a 1s independently used, the
opponent machine 115 1s not connected to the game machine
11a, so that the connection instructing signal CN 1s 1nsig-
nificant (illustrated by a dotted line). Since the connection
instructing signal CN 1is msignificant, the control processing
section 554 determines that the machine 1s in the non-
connection state, makes the growth activating signal GA
significant (illustrated by the solid line) to activate the
orowth processing section 51a and makes the fight activat-
ing signal FA 1nsignificant to inactivate the fight processing
section 539a. In this way, the operating mode 1s set to the
orowth mode of growing the built-in character.

Next, when the operating mode 1s 1n the growth mode, the
player mnputs growth operating information GOP to thereby
orow the character by operating the operation input section
20 1n an 1nteractive manner while watching the liquid
crystal display output section 30a. The growth processing 1s
displayed on the liquid crystal display output section 304 to
which 1s input a growth processing information GIG output
from the growth processing section 51a.

The operation (growth operation) of growing the charac-
ter 1s suitably selected from various operations including,
e.g., (1) giving the character something to eat (recovering a
life value), (i1) letting the character play (letting the char-
acter gain experience), (iil) giving an injection or feeding
herb when falling 1ll or injured (removing growth inhibiting
factors, such as life value decreasing factors), (iv) training
the character letting the character gain experience), and (v)
causing the character to fight against the opponent (letting,
the character gain experience).

The player operates the operation 1nput section 20a at 1ts
own discretion to store the growth degree information
WSGF1 of the grown-up character mto the storing section

52a.

Then, the growth degree information can include only a
level value corresponding to a total amount of experience
which the character has obtained according to its growth,
and can include an attribute value which 1s determined
according to the experience values by the kinds of the
experiences.

When further growing the character which has been
stored 1n the storing section 20a, the player first operates the
operation input section 20a to thereby read out growth
information RSGF of the character from the storing section
20a, which 1s transmitted to the growth processing section
S51a. Subsequently, the player executes the growth operation
again starting from the result read out by the preceding
operations, to thereby further grow the character. The player
then operates the operation input section 20a based on its
discretion to thereby store growth degree information
WSGEFI of the character, which has been accumulatively
grown, 1n the storing section 20a.

Next, the machine 1la i1s connected to the opponent
machine 115 through the connection section 41a. FIG. 4 1s
an explanatory view of a case in which the fight arbitration
1s processed. The connection to the opponent machine 115
makes the connection state signal CN significant; therefore
the control processing section 554 1s determined to be 1n the
connection state, which makes the growth activating signal
GA and the fight activating signal FA insignificant to thereby
causes the growth processing section 51la and the fight
processing section 539a to be 1nactivated. At the same time,
the control processing section 35b of the opponent machine
115 1s determined to be 1n the connection state, which causes
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the growth processing section 515 and the fight processing
section 39b to be 1nactivated.

After that, the control processing section 55a determines
the priority of executing fight processing in association with
the control processing section 555 of the opponent machine

11b.

In this process, the control processing section 355a
determines, if rece1ving the control fight processing require-
ment FRQ from the operation input section 20 when not
receiving a fight processing reserving requirement imforma-
tion FPDI from the opponent machine 115 1n the connection
state with the opponent machine 115, that the user’s machine
11a 1s high 1n the priority of executing fight processing, then
the control processing section 354 informs a fight processing
reserving requirement information FPDO to the opponent
machine 11b, then makes the fight activating signal FA
significant to thereby activate the fight processing section

59a.

In the activated fight processing section 594, the outcome
processing section 33a first executes the outcome process-
ing. FIG. 5 1s an explanatory view of a case in which the
outcome 1s processed.

In executing the outcome processing, the outcome pro-
cessing section 53a reads out the growth degree information
RSGF of the character for the user’s machine stored in the
storing section 52a, and reads out growth degree informa-
tion REGFED of the character stored 1n the storing section 525
through the connection section 414, and causes the character
of the user’s machine 114 and the character for the opponent
machine 11b to fight against each other according to a
predetermined fighting manner, based on the growth degree
information of the character for the user’s machine 11a and
the growth degree information of the character for the
opponent machine 115, and then determines the outcome.

As the predetermined fighting manner, a simple electronic
roulette manner or a simple electronic dice manner can be
employed where the growth degree information comprises,
c.g., only a level value, set according to the level values of
both game machines. A more complicated electronic roulette
manner or a more complicated electronic dice manner can be
employed where the growth degree information comprises,
¢.g., a level value and an attribute value, set according to the
level values and the attribute values of both game machines.

The outcome processing section 33a displays fighting
progress information and outcome mformation FIG 1 as the
fighting result.

When the outcome of the fight 1s decided, the growth
degree changing processing section 34a executes the growth
degree changing processing. FIG. 6 1s an explanatory view
of a case 1n which the growth degree changing 1s processed.

In the growth degree changing processing, the growth
degree changing processing section 354a generates the
orowth degree information obtained by the fight processing
section 53a improving the growth degree of the character
which has been judged to gain a victory by the outcome
processing section 33a, and generates the growth degree
information obtained by the fight processing section 53a
leaving as it 1s or lowering the growth degree of the
character which has been judged to suifer a defeat.

For example, the character which has been judged to gain
a victory gains the increased experience value, the improved
level, or the increased attribute value. On the other hand, the
character which has been judged to suffer a defeat gains the
maintained growth degree as it 1s, the decreased experience
value, the low,red level, or the decreased attribute value. For
example, the character which has been judged to suffer a
defeat takes a disease or gets a wound, or degenerates.
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After that, the growth degree changing section 544 stores
crowth degree information WSGF2, obtained after the
change of the character for the user’s machine 1la, 1n the
storing section 352a, stores growth degree information
WSGEbD, obtained after the change of the character for the
opponent machine 11b, 1n the storing section 52b through
the connection section 41b, and displays the growth degree
changing information FIG. 2 on the liquid crystal display
output section 30a as the fighting result, followed by termi-
nating the fight processing.

In the connection state, when the control processing
section 554 receives fight processing reserving requirement
information FPDI through the connection section 41a before
the fight processing requirement FRQ 1s transmitted to the
control processing section 554 from the operation input
section 20a, the control processing section 554 determines,

even 1f rece1ving the fight processing requirement FRQ from
the operation input section 20a thercafter, that the user’s
machine 1s high in priority executing the fight processing, to
thereby 1gnore the fight processing requirement FRO trans-
mitted from the operation input section 20a. That 1s, the fight
processing 1s executed with the opponent machine 115
taking the imitiative, with the fight processing section 59a
inactivated. FIG. 7 1s an explanatory view of a case 1n which
the fight processing 1s executed with the opponent machine
1156 taking the mitiative.

As shown 1 FIG. 7, the user’s machine 11a does not
actively execute the fight processing at all, outputs a char-
acter growth degree information REGFa of the user’s
machine 11a stored 1n the storing section 52a through the
connection portion 4la according to the requirement from
the opponent machine 115, and stores character growth
degree 1nformation WEGFa of the user’s machine 1la,

which has been changed after the fight and then transmitted
from the opponent machine 115 through the connection
section 41a, according to the instruction of the opponent
machine 116.

After that, both machines are separated from each other,
causing the connection state to be changed to the non-
connection state, which causes the machine to be again 1n
the i1ndependent use state. In this manner, the player’s
orowth operation grows the character until the next fight.

As described above, the game machine can be played as
1s the case with the conventional role playing game in the
case of mndependent use, and can ficht with the character
having the unknown growth degree 1n the case of connected
use.

Moreover, so long as the meal, the training and the like are
neglected during a predetermined time even if the outcome
processing 1s executed, the machine might as well suffer a
defeat, thereby decreasing the experience value, lowering
the level, or decreasing the attribute value.

The 1nvention 1s not limited to the above-mentioned
embodiment. For example, although, in the above
embodiment, the plug 42 1s shaped in a cylinder with the
receiving port 43 complementary thereto, the game machine
12 1s made 1n such a manner that the plug 45 may be shaped
in a rectangular parallelepiped with the receiving port 46
complementary thereto, as shown m FIG. 8. Moreover, a
rubber contact can be employed 1n which the energizing
rubber 61 and an insulation rubber 62 are, laminated in a
sandwich manner as shown 1 FIG. 9A, or a metal contact
comprising a metal 63 as shown m FIG. 9B. The same
contact can be employed for the plug 42. Further, as shown
mm FIG. 10, a convex section and a concave section are
disposed on the main body around the connection section 41,
thereby causing the game machines 13 to be physically

fixed.
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As described 1n detail above, according to the connection-
fighting type game machine with a display and the
connection-fighting type game method of the invention, the
player can enjoy one-player-gcaming while growing the
character for the user’s machine as i1s the case with the
conventional role playing game in the case of independent
use, and then can enjoy two-player-caming causing the
character grown by 1itself and the character grown by the
opponent to fight against each other.

What 1s claimed 1s:

1. A connection-fighting type game machine which can be
used mndependently or can be connected to an opponent
machine, the game machine comprising:

a growth processing section for letting a built-in character
galn 1maginary experience by an interactive operation
of the player through an operation 1nput section during
independent use;

a storing section for storing growth degree information of
the character grown by the growth processing section,;

a connection terminal for performing a direct connection
with the opponent machine;

an outcome processing section for reading out the growth
degree information of the character for a user’s
machine stored i1n the storing section of the user’s
machine, reading out growth degree information of the
character stored in the storing section of the opponent
machine, and causing the character for the user’s
machine and the character for the opponent machine to
fight against each other according to a predetermined
fighting manner based on the growth degree informa-
tion of the character for the user’s machine and the
orowth degree mformation of the character for the
opponent machine to determine the outcome, during
connected use with the opponent machine;

a growth degree changing processing section for perform-
ing a erowth degree changing processing of changing at
least one of the growth degree of the character which
has been judged to gain a victory and the growth degree
of the character which has been judged to suffer a
defeat, storing the growth degree information of the
character for the user’s machine obtained after the
orowth degree changing processing in the storing sec-
tion of the user’s machine, and storing the growth
degree 1nformation of the character for the opponent
machine obtained after the growth degree changing
processing 1n the storing section of the opponent
machine;

a display section for displaying a growth progress of the
character for the user’s machine according to an
instruction from the growth processing section of the
user’s machine and displaying a fighting result accord-
ing to an instruction from the growth degree changing
processing section; and

a control section for judging a connection state with the
opponent machine, activating the growth processing
section, 1nactivating the outcome processing section
and the growth degree processing section of the user’s
machine when judging that the machines are 1 a
non-connection state, and inactivating the growth pro-
cessing section and deciding a priority of performing
fight processing with the opponent machine when judg-
ing that the machines are in the connection state, and
activating the fight processing section and the growth
degree changing processing section when the user’s
machine 1s higher in the priority of performing fight
processing.
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2. The connection-fighting type game machine as claimed
in claim 1, wherein the growth degree information includes
a level value corresponding to a total amount of the 1magi-
nary experience, and an attribute value which are determined
according to experience amounts by the kinds of imaginary
€Xperiences.

3. The connection-fighting type game machine as claimed
in claim 1, wherein the control section determines, 1f receiv-

ing a fight processing requirement from the operation 1nput
section of the user’s machine when not receiving a fight

processing reserving requirement information from the
opponent machine 1n the connection state with the opponent
machine, that the user’s machine 1s higher 1n the priority of
executing fight processing, then imnforms a fight processing
reserving requirement information to the opponent machine,
to thereby activate the outcome processing section and the
orowth degree changing processing section of the user’s
machine.

4. The connection-fighting type game machine as claimed
in claim 2, wherein the control section determines, 1f receiv-

ing a fight processing requirement from the operation input
section of the user’s machine when not receiving a fight

processing reserving requirement information from the
opponent machine 1n the connection state with the opponent
machine, that the user’s machine 1s higher 1n the priority of
executing fight processing, then imnforms a fight processing
reserving requirement information to the opponent machine,
to thereby activate the outcome processing section and the
orowth degree changing processing section of the user’s
machine.

5. The connection-fighting type game machine as claimed
in claim 1, wherein the growth degree changing processing
section 1s adapted to decrease the growth degree of the
character for the user’s machine when there 1s no mput from
the operation 1put section during a predetermined time 1n
the case of the independent use.

6. The connection-fighting type game machine as claimed
in claim 2, wherein the growth degree changing processing
section 1s adapted to decrease the growth degree of the
character for the user’s machine when there 1s no mnput from
the operation input section during a predetermined time in
the case of the independent use.

7. A connection-fighting type game machine which can be
used independently or can be connected to an opponent
machine, the game machine comprising;:

a growth processing means for letting a built-in character
galn 1maginary experience by an interactive operation
of the player through an operation 1nput section during,
independent use;

a storing means for storing growth degree information of
the character grown by the growth processing means;

a connection terminal for performing a direct connection
with the opponent machine;

an outcome processing means for reading out the growth
degree information of the character for a user’s
machine stored in the storing means of the user’s
machine, reading out growth degree information of the
character stored in the storing means of the opponent
machine, and causing the character for the user’s
machine and the character for the opponent machine to
fight against each other according to a predetermined
fighting manner based on the growth degree informa-
tion of the character for the user’s machine and the
orowth degree information of the character for the
opponent machine to determine the outcome, during
connected use with the opponent machine;

a growth degree changing processing means for perform-
ing a growth degree changing processing of changing at
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least one of the growth degree of the character which
has been judged to gain a victory and the growth degree
of the character which has been judged to suffer a
defeat, storing the growth degree information of the
character for the user’s machine obtained after the
crowth degree changing processing 1n the storing
means of the user’s machine, and storing the growth
degree 1nformation of the character for the opponent
machine obtained after the growth degree changing
processing 1n the storing means of the opponent

machine;

a liquid crystal display output section for displaying a
growth progress of the character for the user’s machine
according to an instruction from the growth processing

means of the user’s machine and displaying and fight-
ing result according to an instruction from the growth

degree changing processing means; and

a control means for judging a connection state with the
opponent machine, activating the growth processing
means, inactivating the outcome processing means and
the growth degree processing means of the user’s
machine when judging that the machines are 1 a
non-connection state, and inactivating the growth pro-
cessing means and deciding a priority of performing
fight processing with the opponent machine when judg-
ing that the machines are 1n the connection state, and
activating the fight processing means and the growth
degree changing processing means when the user’s
machine 1s higher in the priority of performing fight
processing.

8. A connection-fighting type game method which can be

used mndependently or can be connected to an opponent
machine, the game method comprising:

letting a built-in character gain 1maginary experience by
an interactive operation of a player through an opera-
tion 1nput section of a user’s machine during indepen-
dent use;

storing growth degree information of the grown character;

performing a connection with the opponent machine;

deciding a priority of executing fight processing with the
opponent machine, and activating an outcome process-
ing section and a growth degree changing processing
section of the user’s machine when the user’s machine
1s higher 1n the priority of executing fight processing;

reading out the growth degree mmformation of the charac-
ter for the user’s machine stored 1n the storing section
of the user’s machine, reading out growth degree
information of the character stored in the storing sec-
tion of the opponent machine, and causing the character
for the user’s machine and the character for the oppo-
nent machine to fight against each other according to a
predetermined fighting manner based on the growth
degree 1nformation of the character for the user’s
machine and the growth degree information of the
character for the opponent machine to thereby deter-
mine an outcome; and

performing a growth degree changing processing of
changing at least one of the growth degree of the
character which has been judged to gain a victory and
the growth degree of the character which has been
judged to suffer a defeat, storing the growth degree
information of the character for the user’s machine
obtained after the growth degree changing processing
in the user’s machine, and storing the growth degree
information of the character for the opponent machine
obtained after the growth degree changing processing
in the opponent machine.
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9. The connection-fighting type game machine as claimed
in claim 1, wherein the connection terminal comprises a plug
and a receiving port, the plug of the user’s machine 1s
directly fitted m a receiving port of the opponent machine
and a plug of the opponent machine 1s fitted 1n the receiving
port of the user’s machine.

10. The connection-fighting type game machine as
claimed 1n claim 1, wherein the connection terminal 1s
directly joined to a connection terminal of the opponent
machine without a cable.

11. A connection-fighting type game machine which 1s
used by being connected with an opponent machine or
which 1s used independently, the game machine comprising:

a growth processing section for letting a built-in character
galn 1maginary experience by an interactive operation
of a user through an operation iput section during
independent use;

a storing section for storing growth degree information of
the character grown by the growth processing section;

a connection terminal for performing a direct connection
with the opponent machine;

an outcome processing section for making the character
for the user’s machine fight against a character for the
opponent machine according to a predetermined fight-
ing manner, on the basis of the growth degree infor-
mation of the character for the user’s machine and
orowth degree information of the character for the
opponent machine to judge an outcome of victory or
defeat of the fighting, during connected use with the
opponent machine;

a growth degree changing processing section for perform-
ing a growth degree changing processing for changing
the growth degree of the character for the user’s
machine according to the outcome of victory or defeat
of the fighting which has been judged by the outcome
processing section, and for storing the growth degree
information obtained after the growth degree changing
processing, of the character for the user’s machine, 1nto

the storing section of the user’s machine; and

a display output section for displaying a growth progress
of the character for the user’s machine according to an
instruction from the growth processing section of the
user’s machine and displaying a fighting result accord-
ing to 1n instruction from the growth degree changing
processing section.

12. The connection-fichting type game machine as
claimed 1n claim 11, wherein the growth degree changing
processing section 1s adapted to decrease the growth degree
of the character for the user’s machine when there 1s no 1input
from the operation mput section during the independent use.

13. A connection-fighting type game machine which 1s
used by being connected with an opponent machine or
which 1s used independently, the game machine comprising:

a growth processing section for letting a built-in character
galn 1maginary experience by an interactive operation
of a user through an operation iput section during
independent use;

a storing section for storing growth degree information of
the character grown by the growth processing section;

a connection terminal for performing a direct connection
with the opponent machine;

an outcome processing section for making the character
for the user’s machine fight against a character for the
opponent machine according to a predetermined fight-
ing manner, on the basis of the growth degree infor-
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mation of the character for the user’s machine and
orowth degree information of the character for the
opponent machine to judge an outcome of victory or
defeat of the fighting, during connected use with the
opponent machine, the growth degree mmformation of

14

wherein the growth degree changing processing section 1s
adapted to decrease the growth degree of the character
for the user’s machine when there 1s no mput from the
operation 1nput section during the independent use.

: . . 5 15. A fighting type game machine which 1s used by bein
the character for the user’s machine being stored 1n the SIS P 5 . wnY 5

. : , e connected with an opponent machine or which i1s used

storing section of the user’s machine; _ . ..

: - - independently, the game machine comprising;:
a growth degree changing processing section for perform- _ _ >

ing a growth degree changing processing for changing orowth processing means for letting a built-in character
the growth degree of the character for the user’s |, galn 1maginary experience by an interactive operation
H}fa(i]hinff ?lc?ordilil]g tltlj 1tlhc-:: Eutcomz ofdvti)ctoiy or defeat of a user through an operation mput means when the
of the highting which has been judged by the outcome game machine is used independently;

processing section, for storing the growth degree infor- : - - -

: : . . storing means for storing growth degree information of
mation of the character for the user’s machine obtained the charact by th h . _
atter the growth degree changing processing, mto the o .e CHATACer gromﬁmi y v B0V procesm‘ng HEALS,
storing section of the user’s machine, and for informing !>  joining means for joining the user’s machine to the
the opponent machine of the outcome of victory or opponent machine;
defeat which 1s the growth degree information ot the outcome processing means for making the character for
character for the opponent machine; and the user’s machine fight against a character for the

a display output section for displaying a growth progress opponent machine according to a predetermined fight-
of the character for the user’s machine according to an 2V ing manner, on the basis of the growth degree infor-
instruction from the growth processing section of the mation of the character for the user’s machine and
user’s machine and displaying a fighting result accord- orowth degree information of the character for the
ing to an 1mstruction from the growth degree changing opponent machine to judge an outcome of victory or
processing section, defeat of the fighting, during connected use with the

wherein the growth degree changing processing section 1s 29 opponent machine;
adapted to decrease the growth degree of the character growth degree changing processing means for performing
for the‘ user’s machlpe wheI} there Is no Input from the a growth degree changing processing for changing I.?he
1401§rat1011 HthUt Ee‘;ttlf?'ﬂ ciurmg the mdepﬁpdent ﬁ{seh- | orowth degree of the character for the user’s machine
. A connection- in ¢ game machine which 1s ' '
used by being conne%ted %mtylf ax% opponent machine or S Ecgc;zﬁ;niltgdt]hiazu&z?(;u(zifg:éc;o;ythzr Odlfthe;ItH;) fptrl;%
which 1s used independently, the game machine comprising: cessing means, and for storing the changed growth

a growth processing section for letting a built-in character degree information of the character for the user’s
gain 1maginary experience by an interactive operation machine into the storing means of the user’s machine;
of a user through an operation mput section during 25 and

independent use;

a storing section for storing growth degree information of
the character grown by the growth processing section;

a connection terminal for performing a direct connection
with the opponent machine; 40

an outcome processing section for making the character
for the user’s machine fight against a character for the
opponent machine according to a predetermined fight-
ing manner, on the basis of the growth degree infor-
mation of the character for the user’s machine and 45
orowth degree information of the character for the
opponent machine to judge an outcome of victory or
defeat of the fighting, during connected use with the
opponent machine;

a erowth degree changing processing section for perform- sg
ing a growth degree changing processing for changing
at least one of the growth degree of the character which
has been judged to gain a victory and the growth degree
of the character which has been judged to suffer a
defeat, for storing the growth degree information of the 55
character for the user’s machine obtained after the

display output means for displaying a growth progress of

the character for the user’s machine according to an

instruction from the growth processing means of the

user’s machine and displaying a fighting result accord-

ing to an instruction from the growth degree changing
Processing means.

16. A connection-fighting type game machine which 1s

used by being connected with an opponent machine or

which 1s used independently, the game machine comprising:

a display;

an mput section operable by a user for effecting operation

of the game machine;

a processor receiving mnput from the input section and
driving the display, the processor controlling the opera-
tion of the game machine;

a memory storing growth degree mformation of a char-
acter; and

a connector engageable with an opponent connector of an
opponent machine,

wherein the processor 1s configured to effect a fight when

orowth degree changing processing, nto the storing
section of the user’s machine, and for informing the
opponent machine of the growth degree information of

the user’s machine 1s connected to the opponent
machine via the connector, the processor accessing the
orowth degree information of the character stored in the

the character for the opponent machine obtained after ¢p mMemory and opponent grow‘[h degree information
the growth degree changing processing; and stored 1n the opponent machine and judging a fight

a display output section for displaying a growth progress outcome of victory or defeat, and wherein the processor
of the character for the user’s machine according to an changes at least one of the growth degree 1nformation
instruction from the growth processing section of the and the opponent growth degree information according,
user’s machine and displaying a fighting result accord- 65 to the fight outcome.

ing to an instruction from the growth degree changing
processing section,
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